The aim of this study was to understand and analyze the potential of a game as a sensitization strategy for the performance of focal groups with adolescents in investigations into values.
Introduction
The literature on the use of educational games in the area of health discusses their applicability in various situations, which involve children, adolescents and adults. In general, it can be said that internationally the use of this pedagogic resource excels in the teaching of professionals in the area of health (1) and particularly of nursing (2) . In Brazil, educational games are used as a health education strategy (3) (4) (5) (6) (7) . No studies were found, however, that evaluate the use of games in a situation of data collection with adolescents.
The game is considered by its proponents, in the area of health, an educational instrument potentially capable of contributing much to the development of education as well as to the construction of health knowledge. Regarding the participants, the game is seen as a fun, stimulating, interactive, innovative and illustrative activity, which responds to the dual task of clarifying questions and facilitate learning (3) (4) .
Thus the games are perceived as activities that enhance the creativity of those involved and provide a 970 www.eerp.usp.br/rlae
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pleasant environment for learning, necessary to bring to the surface the potential to facilitate the dynamism of the context of learning and the construction of knowledge from the reality (4) .
Ludic activities, besides being a source of pleasure and discovery for the participants, also constitute a way of translating the socio-historical context reflected in the culture, which contributes significantly to the process of critical construction of knowledge of the participants. To learn to play enriches views of the world and stimulates relationships with peers, constituting a process of exchange of experience and of socialization (8) .
In the area of health, the games are considered features that facilitate the discussion of relevant topics, such as diabetes (6) , infant respiratory infections (9) , postpartum care (5) , and even sensitive issues such as drugs (7) and AIDS (3) (4) .
Although the use of games in health education is not new, it represents an innovative pedagogic perspective in the part that criticizes the more authoritarian and rigid traditional pedagogic models. This is a perspective that makes reference to the multidimensionality of the healthsickness process, with the aim that the participants in the educational process are able to exercise criticism of the reality of health and seek collective mechanisms to transform it (7) .
Educational games, ludic and interactive, are instruments that valorize the experiences and knowledge of the participants and encourage individual expression, in a group situation, restoring dialogue between educators and participants (7) .
The development of innovative educational technologies, focused on health education, cannot dispense with the process of evaluation, which is able to provide subsidies for prevention programs (7) . In general, it can be said that the literature portrays the educational games as health education process instruments that promote participation and the collective construction of knowledge, through discussions and exchange of experiences in a critical perspective in relation to traditional education. These propositions are consistent with the theoretical-methodological perspective of Public
Health that supports this research. This field of knowledge and practices reiterates the historical and social character of the health-disease process and proposes that the health education process has an emancipatory character, thus constituting itself in a movement to comprehend the reality of health and health care (10) .
The emancipatory educational perspective, as formulated from the field of Public Health, is based in a critical theoretical and methodological framework (10) .
In the philosophical dimension, formulators seek sources in the concept of praxis -the application of theory in man's practical action of transformation of nature.
This transformation materializes through the conscious actions of man, which have the property of making its practice intentional and are performed through the praxis of labor and other social practices (11) . It is also part of the concept of education as the appropriation of historically accumulated knowledge, capable of transmitting culture from one generation to another, which focuses on the transformation of different social praxis: the students are considered subjects and producers of their own education, capable of intervening in the social and health reality (12) .
The historical-critical pedagogy, grounded in the dialectical perspective, also consists of a theoreticalmethodological framework, which seeks to encourage dialogue between students and educators, valorizing the historically accumulated cultural dimension and the social determinants of education, in pursuit of social transformation and an egalitarian society. In this pedagogy, although the method is essential to the pedagogic process, it does not guarantee, by itself, a qualitative change in the understanding of social practice. In this direction, the importance of an active position of the social agents responsible for the mediation of pedagogical action is reiterated, since they are transforming elements of social practice (13) .
This study is based on the assumption that educational games are methodological instruments capable of generating reflections, critical discussion of complex issues, and construction of collective opinions, from the reality of those involved and, ultimately, is able to generate new social practices.
The aim of this study was to identify and analyze the potential of an educational game as a strategy for data collection with adolescents.
Methodological procedures
This descriptive study, with a qualitative and quantitative approach, is a subproject of a larger project Yonekura T, Soares CB.
The study employed an adaptation of an educational game used in research into youth values (14) . With the intention of sensitizing adolescents for the discussion and exploration of the values of the group, the authors use a continuous scheme of assigning values to certain situations proposed by the researcher (14) .
This study takes value as a fundamental element to guide choices, desires, aspirations and actions. In class structured societies, the values accumulated by the culture are heterogeneous, since they are qualities attributed to things and situations by human beings in society and are not natural or universal, they depend on the position that each class occupies in the dynamics of social life (15) .
Thus, to be part of the data collection, high schools were selected, according to a predefined proportionality to cover unequal areas of the regions of the municipality classified in another study as Central, Almost central,
Peripheral and Almost peripheral, so that the more the adolescents and their families had access to wealth and citizenship, the more they are centrally located in the city. The groups were conducted in 10 selected schools which agreed to participate.
After explaining the study to employees of the schools (principals, pedagogical coordinators, teachers, etc.), adolescents and parents were invited to participate in the research. Adolescents who agreed to participate in the research and were over 18 years of age and those responsible for the students under 18 years of age, signed the free prior informed consent form.
The game is performed in accordance with the strategies for conducting focus groups, a qualitative research technique that uses group discussions to obtain data on specific issues of interest to the researcher, enabling participants to express, in their own terms, experiences, points of views, beliefs, values, attitudes and representations (16) . The focus group is led by a moderator, who takes a position of facilitator of the discussion process and seeks to encourage the debate and to limit their interventions, acting mainly in the introduction of new issues and the direction of the discussion. In addition, the moderators work is aided by an observer, which in this case, followed and noted the behavior of group members in a spreadsheet (17) .
The game uses the following materials: cardboard All participants were advised of the possibility to change their minds during the discussion and several did so.
Before beginning the activities themselves, the operating rules of the group were discussed: to 
Results and Discussion
The number of participants per game ranged from 5 to 11, averaging 7.1. The duration of each group ranged from 40 minutes to two hours and was mainly related to the number of participants. The adolescents assigned a mean grade of 9.5 to the game, while the lowest grade achieved was 7. Small groups with five or fewer participants were not well evaluated by the adolescents and neither were those with more than 10 participants per game.
The literature recommends that the focus group have 6 to 10 participants, but several studies have used between 4 and 12 participants, depending on issues related to the goal, objectives, time and funding. However it is known that fewer than 6 can complicate the support of discussion and greater than 10 may hinder the control of the group (16) (17) , as occurred in this study.
There was a significant acceptance of the game by the adolescents, which stimulated debate about social values. Most expressed themselves without any difficulties, discussing each of the sentences with ease and demonstrating involvement and respect for differing opinions. Regarding the reflection of the topics covered, 99.5% of the adolescents revealed that this method is able to promote reflection and 64.1% claimed to have changed their opinion about some issue after the activity.
The adolescents said that the relaxed atmosphere and the freedom to express opinions facilitated the reflection on the issues addressed and the respect for the opinion of the colleague.
The promotion of dialogue and debate of current issues through games can facilitate the approach and the inclusion of these topics into social institutions and the family, since there are certain difficulties in dealing with such matters, considered important for the formation of the individuals (7) .
A study that aimed to evaluate an educational game about drugs found that teens appreciate the interactive approach of the games, since it favors dialogue, encourages the sharing of problems and solutions and active participation in the activity (7) .
Among the advantages of the focus group, the literature correctly insists that the group activity permits a critical discussion and centralizing of the group on a subject, and an increased possibility of constructing opinions and reflection in the interaction with other people. The reflection of the participants about quotidian problems contributes to finding solutions together (16) .
Furthermore, it is stressed that the reflection process ultimately results in overcoming prejudices and culturally entrenched myths, with positioning changes in the process (10, 17) .
Most adolescents (99.5%) stated that the topics discussed were of interest to them, 96.8% responded that they felt comfortable during the game, 96.6% would like to participate in the game again. It was possible to relate the fact that a few adolescents referred to not wanting to participate again due to the large number of participants in their groups and the prolonged duration, which was also reflected in the score given to the game.
The positive results of this study are consistent with other advantages arising from the literature, which also emphasizes the power of games to develop discussions on delicate and personal issues, which contain strong subjective components. The ludic, uninhibited character, encourages participants to propose, to justify and defend something they believe, as well as enables the exchange of experiences based on the thematic content of the subject being worked with, attempting to be close to the lived reality of participants (4) .
With regard to limitations and negative aspects, some participants considered that debate is discouraged when there is domination by members of the group, besides the occurrence of side conversations, which happened in large groups. The moderator has a set of tasks aimed at the proper flow of the debate. The importance of the rules must be emphasized at the beginning of the group and monitored throughout the discussions (16) .
Another limitation is related to the lack of suitable rooms for the realization of the groups, as some occurred in environments with external noise, at recreation time, Yonekura T, Soares CB.
and/or were interrupted several times, sometimes by teachers wanting to use the rooms, sometimes by other adolescents curious about the activity.
It is known that the dynamic should be conducted in a quiet, comfortable, accessible and uncrowded place, ensuring privacy and silence for the recording of the tapes and listening among participants (16) . The environment affects the quality of the results and the moderator should be aware of factors that obstruct open discussion and free expression of the participants so that the different perceptions and viewpoints do not fail to be expressed (17) .
The discussion with the adolescents also allowed it to be noted that there is not a monitored discussion Regarding the change of opinion, there were differences between social groups. Most adolescents in the Central group (82.3%) said they had a change of position after participating in the game, which differs from adolescents from the Peripheral group, in which only 56.1% reported a change of opinion. In the groups Almost central and Almost peripheral, the majority of adolescents also reported a change in opinion (80% and 68.5% respectively).
By incorporating the reality of those involved, the group discussions enable the critical analysis of the situation in which the participants find themselves, as it allows the complexity of knowledge, the overcoming of naive conceptions and practices and the development of a new consciousness (10) .
Conclusion
The game was extremely welcome among the adolescents, who emphasized the importance of the negativity. Thus, it is recommended that the game is also used in educational group activities with youths, who emotionally receive the democratic debates that deal with current issues concerning the problems they are experiencing in the social reality.
The use of group work has recognized importance in several situations in the nursing area, both as a resource in the health care context as well as in the production of knowledge (18) . It is hoped that with further evidence of the good applicability and potential of the games, the use of this instrument will constitute part of the practice of nurses and researchers as a dialogical and critical strategy able to consolidate the educational activities in an emancipatory perspective.
